CHARACTER NAME 


ae 
a 
STRENGTH —_ —— 


+2 Strength 


DEXTERITY 


+5 Dexterity 


1 6 +3 Constitution 


+1 Intelligence 
+1 Wisdom 


-1 Charisma 


SAVING THROWS 


Acrobatics 


Animal Handling 


Arcana 
_+0_ Athletics 
Deception 
History 
_+1_ Insight 
Intimidation 
WISDOM Investigation 
1 2 Medicine 
Nature 
"@" _+1_ Perception 
5 Performance 
( CHARISMA ‘ Persuasion 


Religion 


Sleight of Hand 


_+5 Stealth 
1), _+1_ Survival 
N 


SKILLS 


PASSIVE WISDOM (PERCEPTION) 


Common, Elvish, Primordial, 


Vedalken 


Alchemist's supplies 


OTHER PROFICIENCIES & LANGUAGES 


\ DUNGEONS &; DRAGONS®), 


_ => 2 
_¥ Monk 2 
f Simic Hybrid 
a = 
_— —$<———— N 


RACE ALIGNMENT 


+3 


INITIATIVE 


CURRENT HIT POINTS 


TEMPORARY HIT POINTS 4 


successes C=O )=C.) 
FAILURES C=C )=C) 


HIT DICE DEATH SAVES 


Unarmed strike 1d4 + 3 bludgeoning 


Quarterstaff 1d6/1d8 + 3 bludgeoning 


Dart 1d4 +3 piercing 


ATTACKS & SPELLCASTING 


Quarterstaff, 10 darts, an 
explorer's pack, a Simic 
insignia, a set of commoner’s 
clothes, a book of research 
notes, an ink pen, a bottle 

of squid ink, a flask of oil 
(made from blubber), a vial 
of acid (derived from 

% digestive juices), a vial of fish 
scales, a vial of seaweed, a 
vial of jellyfish stingers, a 

y glass bottle of unidentified 
slime, and a belt pouch 


EQUIPMENT 


Simic Scientist 
BACKGROUND 


PLAYER NAME 


EXPERIENCE POINTS 


PERSONALITY TRAITS 


Darkvision (60 feet) 


Animal Enhancement: Nimble 
Climber (climb speed 30 feet) 


Unarmored Defense (PH pg. 
78) 


Martial Arts (PH pg. 78) 


Ki (2 points, DC 11 save; PH 
pg. 78) 


Unarmored Movement (PH 
pg. 78) 


Researcher (when you 
attempt to recall a magical or 
scientific fact, you know 
where and from whom you 
can obtain it if you don't know 
the information yourself) 


FEATURES & TRAITS 


D&D: 


HEIGHT WEIGHT 


——=i Ie 


|_==> HARACTER NAME 


CHARACTER APPEARANCE ALLIES & ORGANIZATIONS 


ADDITIONAL FEATURES & TRAITS 


CHARACTER BACKSTORY XN TREASURE y 


